Hayate 


Mugen Tenshin Clan Ninjutsu Hajin 



[ How to read the move lists ] 

Move 

The name of the technique. The number next to the move indicates the order in which it appears 
in a combo. 

Status 

Indicates the status of a character after the move is performed. 

There are a number od status indicators: "Back"( facing backwards ),"Bokuho"( Bokuho ),"Lay" 

(lying down ),"Dokuritsu"( Dokuritsu-Ho ),"Kasenko"( Kasenko), and "Dokuja"( Dokuja-Fujin). 

A blank indicates the character will face forward after the move. 

Command 

The command input necessary to perform the move (assumes the character is facing right). 

Push the pad/stick in that direction ^ Hold the pad/stick in that direction 

(0) The Punch / The Y button on the controller The Kick / The B button on the controller 

0 The Free / The X button on the controller QB The Appeal / Right Bumper on the controller 

+ Press the buttons at the same time • Leave a short pause 

(SB By pressing and holding the button, you can perform a Charge Attack 

Attribute 

Indicates the attack area attribute of the move: High, Middle, or Low. Multiple attributes in 
parentheses (High, High) indicate a stable-attribute combo attack. 

For throws, this variable indicates the area attribute, as well as whether the throw is used to the 
front or back of an enemy. It also indicates if the throw is a derivative throw (Deriv.) or a 
wall-based throw (Wall). 

Frame 

This variable indicates the following (from the left): initial time (the time it takes before hit 
detection becomes active), duration time (the length of time that hit detection occurs), and 
inactive time (the length of time that a character remains uncontrollable after the duration of 
the move). 

These numbers are indicated in frames; 1 frame equals one sixtieth of a second. 

Damage 

The amount of damage caused by the move. 


racter Move List 
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Hit Indicates the difference in inactive time between two characters when a move successfully hits. 

[ for instance, a "2" means that the character who performed the move will be inactive for 2 frames 
longer than the character that was hit. ] 

The "x" indicates that the receiving character will be knocked down, while "Cr" means that the 
move triggers a critical hit even when it is landed normally. 

Guard Indicates the difference in inactive time between two characters when a move is blocked. 

[ for instance, an "11" means that the character who performed the move will be inactive for 11 
frames longer than the character that blocked. ] 

GB (Guard Break) indicates moves that can break through a block. Even if the defending 
character blocks, a critical hit will occur. 

Hold Indicates which Hold countermove is effective against the move. "Divert" indicates that the move 
will be diverted away and the defending character will end up behind the attacker. 

Inactive Indicates the difference in inactive time between two characters when a throw or Hold move is 
successful. 

[ for instance, a "16" means that the character who was successful in the throw can move 16 frames 
earlier. ] 

Def. Fall Indicates if a defensive fall is possible or not. 

Floor Indicates whether or not the move will trigger a floor-based danger zone explosion. 

Wall Indicates whether or not a throw move will change if it is performed near a wall. 

[ "Front" if the wall is in front, "Back" if it is in back. ] 

Close Indicates the presence of a "close hit" property. If this is present, the blow will cause more 
damage than usual if the characters are right next to each other. 

Flying Distance of flight to wall. If the nearest wall is within the distance (in meters) indicated here, 
a successful hit will cause the victim to be slammed into the wall, triggering the wall hit 
animation. 

[ "Back" if the wall is in back. ] 

Down Blows that can hit opponents when they are down. 
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Basic Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Tenjin 


© 

High 

10(2)13 

10 

1 

2 

High P 


— 

— 

Ama-Aogi 


Cl® 

Middle 

15(2)23 

20 

2 

4 

Middle P 


— 

— 

Chijin 


OQ 

Low 

14(2)20 

5 

0 

4 

Low P 


— 

• 

Mawashi-Geri 


© 

High 

15(2)23 

28 

Cr 

10 

High K 


1 (Counter) 

— 

Senjin-Kyaku 


Cl© 

Middle 

14(2)22 

25 

Cr 

8 

Middle K 


1 (Counter) 

— 

Senchi-Kyaku 


o© 

Low 

16(2)25 

10 

6 

9 

Low K 


— 

• 


Back-Facing Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Ura-Tenjin 


© 

High 

12(3)17 

11 

6 

7 

High P 


— 

— 

Ura-Jinto 


c® 

Middle 

13(2)20 

14 

0 

4 

Middle P 


— 

— 

Ura-Chijin 


o© 

Low 

13(3)20 

13 

1 

5 

Low P 


— 

• 

Ura-Ten-Kyaku 


© 

High 

15(3)25 

30 

X 

9 

High K 


2.5 

— 

Ura-Jinshu 


o© 

Middle 

15(3)29 

26 

Cr 

13 

Middle K 


2(Counter) 

— 

Ura-Mizukage 


o© 

Low 

18(5)27 

25 

Cr 

14 

Low K 


— 

• 

Ei-Getsurin 


c© 

Middle 

11(5)55 

42 

X 

30 

Middle K Divert 


1 

• 


Jumping Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

Zenten-Hajin-Sho 


During a forward jump 

© 

Middle 

20(4)25 X 1 

15 

Cr 

~11 

Jumping Middle P 

— 

— 

— 

Zenten-Hajin-Kyaku 


During a forward jump 

© 

Middle 

20(4)34 X 1 

30 

X 

~17 

Jumping Middle K 

— 

2 

— 

Zenten-Kairetsu 


After landing from a forward jump 

© 

Middle 

57(2)26 

38 

X 

5 

Middle P 

• 

3 

— 

Zenten-Mizukage 


After landing from a forward jump 

© 

Low 

61(4)26 

25 

Cr 

11 

Low K 

— 

— 

• 


^ 1 At fastest 


Get-Up Attacks 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Rising High Kick 


Face up, feet to enemy 

*© 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

— 

Rising Middle Kick 


Face up, feet to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

— 

Rising Low Kick 


Face up, feet to enemy 

*© 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 

Rising High Kick 


Face down, feet to enemy 

4© 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

— 

Rising Middle Kick 


Face down, feet to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

— 

Rising Low Kick 


Face down, feet to enemy 

*© 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 


2 
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Get-Up Attacks 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Koyo-Kyaku 


Face down, feet to enemy 

® + © 

Middle 

23(2)30 

28 

X 

14 

Middle K 


1 

• 

Rising High Kick 


Face up, head to enemy 

*© 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

— 

Rising Middle Kick 


Face up, head to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

— 

Rising Low Kick 


Face up, head to enemy 

♦ © 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 

Rising High Kick 


Face down, head to enemy 

*© 

High 

33(4)16 

20 

Cr 

6 

High K 


- 

— 

Rising Middle Kick 


Face down, head to enemy 

© 

Middle 

33(4)18 

20 

Cr 

6 

Middle K 


- 

— 

Rising Low Kick 


Face down, head to enemy 

*© 

Low 

32(4)16 

20 

Cr 

8 

Low K 


- 

• 


Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

© (Tenjin) 


© 

High 

10(2)13 

10 

1 

2 

High P 

- 

- 

— 

© (Ura-Tenjin) 


To enemy behind 

© 

High 

12(3)17 

11 

6 

7 

High P 

- 

- 

— 

© Renzuki 


©© 

(High, High) 

8(2)15 

10 

3 

4 

High P 

- 

- 

— 

© Renzuki-Ama-Aogi 


©©© 

(High, High) Middle 

16(2)24 

18 

Cr 

8 

Middle P 

- 

- 

— 

® Renzuki-Kaza-Oni 


©©©© 

(High, High) Middle 

14(2)24 

18 

11 

12 

Middle P 

- 

- 

— 

@ Renzuki-Jinrai 


@®©@@ 

(High, High) Middle Middle 

23(2)27 

36 

Cr 

8 

Middle P 

- 

2 

— 

® Renzuki-Jinshu 


®®c>®© 

(High, High) Middle Middle 

14(3)30 

30 

X 

11 

Middle K 

- 

3 

— 

® Renzuki-Hekiku 

Back 

©©<0® 

(High, High) Middle 

20(3)26 

25 

Cr 

12 

Middle P 

- 

- 

— 

@ Renzuki-Hekiten 


©©©©© 

(High, High) Middle High 

21(3)26 

28 

X 

8 

High P 

- 

2 

— 

® Renzuki-Hekiei 


©©©©<>© 

(High, High) Middle Low 

20(4)26 

25 

Cr 

10 

Low K 

- 

- 

• 

® Renzuki-Zanun 


®®@ 

(High, High) High 

17(3)33 

33 

Cr 

8 

High K Divert 

- 

2 

— 

® Renzuki-Juji-Kyaku 


®®o© 

(High, High) High Middle 

20(3)35 

35 

X 

11 

Jumping Middle K 

- 

1 

— 

© Renzuki-Chiryu 


®®o® 

(High, High) Low 

18(2)19 

18 

2 

7 

Low P 

- 

- 

• 

@ Renzuki-Toka 


®®o®® 

(High, High) Low Middle 

19(2)30 

30 

X 

11 

Middle P 

- 

2.5 

— 

@ Chiryu-Mizukage 


©©*©© 

(High, High) Low Low 

27(4)26 

25 

Cr 

12 

Low K 

- 

- 

• 

© Renzuki-Sokuto 


©©<©© 

(High, High) Low 

19(2)22 

12 

9 

10 

Low K 

- 

- 

• 

@ Renzuki-Fujin 


®®o©® 

(High, High) Low Middle 

15(2)26 

25 

X 

9 

Middle P 

- 

3.5 

— 

@ Renzuki-Retsukage 


©©*©© 

(High, High) Low Low 

22(4)26 

25 

Cr 

14 

Low K 

- 

- 

• 

©Tenjin, Jodan-Geri 


©o 

High High 

12(2)28 

26 

Cr 

15 

High K 

- 

- 

— 

© Reppu-Geri 


®@© 

High High High 

16(2)29 

28 

X 

13 

High K 

- 

2 

— 

© Kaza-Oni 


©® 

Middle 

12(2)24 

18 

11 

12 

Middle P 

- 

- 

— 

© Koko 


©®® 

Middle Middle 

22(2)27 

36 

Cr 

8 

Middle P 

- 

2 

— 

© Ressen-Kyaku 


©®o 

Middle Middle 

13(3)30 

30 

X 

11 

Middle K 

- 

3 

— 

© Mugen-To 



Middle 

18(4)24 

18 

Cr 

12 

Middle P 

- 

- 

— 

© Mugen-Rento 


MOO 

Middle Middle 

19(3)24 

20 

Cr 

8 

Middle P 

- 

- 

— 

© Kirikage 


MOO 

Middle Low 

22(4)26 

25 

Cr 

13 

Low K 

- 

- 

• 

© Hekiku-Sho 

Back 

©® 

Middle 

18(3)26 

25 

Cr 

12 

Middle P 

- 

- 

— 

© Hekiku-Tensho 


©o® 

Middle High 

21(3)26 

28 

X 

8 

High P 

- 

2 

— 

© Aokage 


<©®o© 

Middle Low 

20(4)26 

25 

Cr 

11 

Low K 

- 

- 

• 

©Tsubauchi 


a© 

High 

14(2)23 

24 

Cr 

5 

High P 

- 

1 (Counter) 

— 


3 
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Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

© Zanshin 


©®® 

Fiigh Middle 

20(2)26 

30 

X 

6 

Middle P 

- 

3 

— 

© Nobori-Hiji-Uchi 

Back 

©® 

Middle 

16(2)25 

25 

X 

10 

Middle P 

- 

- 

— 

@ Burai 


©@© 

Middle Fiigh 

34(5)36 

30 

X 

GB 

High K 

- 

4 

— 

© Rai-Getsurin 


*®© 

Middle Middle 

19(5)55 

36 

X 

30 

Middle K Divert 

- 

1 

• 

© Chiryu-Ha 


©® 

Low 

16(2)19 

18 

2 

7 

Low P 

- 

- 

• 

© Chiryu-Renjin 


©®® 

Low Middle 

19(2)30 

30 

X 

11 

Middle P 

- 

2.5 

— 

© Chiryu-Shu 


*®© 

Low Low 

27(4)26 

25 

Cr 

12 

Low K 

- 

- 

• 

© Ara-Oni 


c>oo 

Middle 

16(2)24 

25 

Cr 

9 

Middle P 

- 

1 

— 

© Oni-Kairetsu 


c>^o@ 

Middle Middle 

24(2)26 

30 

X 

8 

Middle P 

- 

3 

— 

© Oni-Busen 


©©®© 

Middle Middle 

27(3)32 

28 

X 

15 

Jumping Middle K 

- 

1 

— 

© Onikage 


c>©®©© 

Middle Low 

25(4)26 

25 

Cr 

11 

Low K 

- 

- 

• 

Fujin 


©©©® 

Middle 

14(2)26 

40 

X 

9 

Middle P 

• 

3.5 

— 

©Tenbu-To 


O©©® 

Middle 

32(3)24 

22 

X 

8 

Middle P 

- 

1 

• 

©Tenbu-Rento 


©©©®@ 

Middle Middle 

19(4)24 

18 

Cr 

12 

Middle P 

- 

- 

— 

© Tenbu-Byakko 


©©©®®® 

Middle Middle Middle 

20(3)24 

20 

Cr 

14 

Middle P 

- 

- 

— 

©Tenbu-Seiran 


©DO®®© 

Middle Middle Low 

23(4)26 

25 

Cr 

13 

Low K 

- 

- 

• 

© (Mawashi-Geri) 


© 

High 

15(2)23 

28 

Cr 

10 

High K 

- 

1 (Counter) 

— 

© Mawashi, Ushiro-Geri 


©© 

High Middle 

19(2)28 

27 

X 

10 

Middle K 

- 

1 

— 

Tachi-Kage 


o© 

High 

16(2)25 

28 

Cr 

11 

High K 

- 

1 

— 

© Shingetsu-Geri 

Back 

o© 

High 

16(2)30 

27 

Cr 

19 

High K 

- 

- 

— 

© Izayoi-Geri 


©@© 

High High 

13(3)24 

28 

X 

9 

High K 

- 

- 

— 

© Shiranami 

Back 

>©© 

High Middle 

29(4)22 

32 

X 

5 

Middle K Divert 

- 

1 

• 

Maizuru 


<>© 

Middle 

20(3)32 

28 

X 

15 

Jumping Middle K 

- 

1 

— 

©Tobi-Mae-Geri 


©@ 

Middle 

17(2)25 

23 

Cr 

11 

Middle K 

- 

- 

— 

© Hisho-Renzan 


©o© 

Middle High 

14(2)43 

23 

Cr 

28 

High K Divert 

- 

- 

— 

© Hisho-San-Renzan 


©©©© 

Middle High Middle 

24(5)25 

37 

X 

11 

Jumping Middle K 

- 

1 

• 

Getsuei-Kyaku 


©© 

Middle 

12(5)56 

45 

X 

31 

Middle K Divert 

- 

1 

— 

© (Senchi-Kyaku) 


o© 

Low 

16(2)25 

10 

6 

9 

Low K 

- 

- 

• 

© Ginga-Kosen 


©©© 

Low Middle 

24(2)19 

20 

Cr 

10 

Middle K 

- 

2 

— 

© Gedan-Sokuto 


©© 

Low 

17(2)22 

12 

9 

10 

Low K 

- 

- 

• 

© Hamon 


©O® 

Low Middle 

24(3)25 

18 

Cr 

10 

Middle P 

- 

- 

— 

© Retsukage 


*©© 

Low Low 

22(4)26 

25 

Cr 

14 

Low K 

- 

- 

• 

©Tobi-Hiza-Geri 


oo© 

Middle 

16(2)26 

25 

X 

11 

Middle K 

- 

1 

— 

© Shinryu-Kyaku 


©©©© 

Middle High 

18(2)40 

24 

Cr 

25 

High K Divert 

- 

- 

— 

© Shinryu-Rensei 


©©©©© 

Middle High Middle 

19(3)38 

33 

X 

10 

Jumping Middle K 

- 

2.5 

— 

© Kokan 


©©© 

Middle 

15(3)35 

25 

X 

20 

Middle K 

- 

- 

— 

©Tenko-Kyaku 


©©©© 

Middle Middle 

24(5)24 

28 

X 

11 

Jumping Middle K 

- 

1 

• 

Shippu-Tenshu 


©o© 

Middle 

20(5)31 

30 

X 

15 

Middle K 

- 

1 

— 

oo© 

Fuun 


©©©© 

High 

20(2)28 

32 

X 

5 

High K Divert 

- 

3 

— 

Shiku 


©©©© 

Middle 

33(4)30 

30 

X 

5 

Jumping Middle K 

- 

1 

— 

Yoroi-Nuki 


®+© 

Middle 

18(3)24 

25 

Cr 

5 

Middle P 

- 

3 

— 

Kairetsu 


©®+© 

Middle 

20(2)26 

32 

X 

8 

Middle P 

• 

3 

— 

Kasane-Ate 


©<C +©(^^S 

High 

24-45(3)28 

28-48 

Cr 

6 

High P 

- 

3 

— 

Tenshin-Shosho 


©®+©<3® 

Middle 

24-45(3)36 

32-52 

X 

9 

Jumping Middle P 

- 

1 

— 

© Zanun 


®+© 

High 

18(3)33 

33 

Cr 

8 

High K Divert 

- 

2 

— 

© Juji-Kyaku 


®+©© 

High Middle 

20(3)35 

35 

X 

11 

Jumping Middle K 

- 

1 

— 


4 
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Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

Fugaku-Kaizan 


c>®+© 

High High 

24(3)13(3)22 

20+25 

X 

2 

High K Divert 

- 

2 

— 

Fugaku-Renzan 

Back 

©©+© 

(Middle, Middle) 

15(2)7(3)24 

17+21 

X 

8 

Middle K 

Jumping Middle K 

- 

1 

— 

© Sharin-Gasane 


Cl® + © 

(Middle, Middle) 

23(2)5(2)30 

14+24 

Cr 

15 

Jumping Middle K 

- 

— 

• 

© Sharin-Taizan 


£)© + ©© 

(Middle, Middle) Low 

19(3)26 

25 

Cr 

11 

Low K 

- 

— 

• 

© Sharin-Tai-Renzan 


d®+©©© 

(Middle, Middle) Low Middle 

24(3)24 

27 

Cr 

11 

Middle P 

- 

3 

— 

Mizukage 


o®+© 

Low 

24(4)26 

25 

Cr 

13 

Low K 

- 

- 

• 

Shippu-Rekku 


During Hayate-Gake/Mugetsu-Shippu 

© 

Middle 

43(4)22 

57(4)22 

25 

Cr 

12 

Middle P 

- 

1 

— 

Shippu-Jinso 


During Hayate-Gake/Mugetsu-Shippu 

© 

Middle 

43(5)22 

57(5)22 

30 

Cr 

8 

Middle K 

- 

2 

— 

Shippu-Kasshu 


During Hayate-Gake/Mugetsu-Shippu 

<>© 

Low 

41(5)24 

55(5)24 

20 

X 

11 

Low K 

- 

- 

• 

Muei-Kairetsu 


During Tenshin-Sen 

© 

Middle 

24(2)25 

32 

X 

9 

Middle P 

- 

3 

— 

Ryusei-Hisho-Jin 


While jumping over obstacle 

© 

Middle 

40(8)14 * 1 

29 

X 

GB 

Middle P 

- 

1 

• 

Ryusei-Hisho-Kyaku 


While jumping over obstacle 

© 

Middle 

37(8)25 * 1 

32 

X 

GB 

Jumping Middle K 

- 

3 

— 


X 1 At fastest 


Throws 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Rasetsu-Sho 


© + © 

High Front 

5(2)23 

40 

— 

• 

• 

— 

Front 


Rengoku-Guruma 


When enemy's back faces a slope 

© + © 

High Front 

5(2)23 

* 2 

— 

— 

— 

— 

— 


When back faces a slope 

® + © 

5(2)23 

X- 2 

— 

— 

— 

— 

— 

Kikon-Tohi 


When enemy's back faces a slope with a cliff 

© + © 

High Front 

5(2)23 

X 2 

— 

— 

— 

— 

— 


When back faces a slope with a cliff 

© + © 

Mugen-Raimei-Kyaku 


©>© + © 

High Front 

10(2)25 

20+28 

— 

• 

• 

— 

Front 


While jumping 

® + © 

44(2)24 

Kagero 


©c>©+© 

High Front 

7(2)24 

0 

5 

— 

— 

Front 

— 


Kagero-Mawari 


o©c>®+© 

High Front 

OH 

17(3)30 

45 

— 

— 

— 

Front 

— 


Sekiei-Mawari 


Next to wall 

<oc>®+© 

Wall 

7(2)24 

55 

— 

— 

— 

— 

— 


Next to wall 

^£)C>® + © 

17(3)30 

Naraku 


©© + © 

High Front 

10(2)25 

45 

— 

— 

• 

Back 

— 


Kegon-Nobori 


Next to wall 

©® + © 

Wall 

10(2)25 

55 

— 

— 

• 

— 

— 


Kijin-Reppu 


©C3® + © 

High Front 

12(2)26 

10+20+32 

— 

• 

• 

— 

Back 



5 
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Throws 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


CD Tsuji-Kaze 


o©©3<>3©3<>®+® 

High Front 

12(2)26 

25+20 

(45) 

— 

• 

• 

— 

— 


© Fujin 


During Tsuji-Kaze 

oc>ooo+o 

Deriv. 

— 

10+15+5 

(55) 

— 

— 

• 

— 

— 


(D Raijin 


During Fujin 

3©3£)® + ® 

Deriv. 

— 

5+15+10 

(80) 

— 

— 

• 

— 

— 


©Tsuji-Tenfu 


In area with ceiling 

<> a o u o-o no © + © 

High Front 

12(2)26 

25+20 

(45) 

— 

• 

— 

— 

— 


© Kaze-Yaiba 


During Tsuji-Tenfu 

00000+0 

Deriv. 

— 

20+15 

(60) 

— 

— 

— 

— 

— 


© Nakiryu 


During Kaze-Yaiba 

3333®+® 

Deriv. 

— 

20 

(80) 

— 

— 

— 

— 

Front 


Kagetsu 


To enemy's back 

® + ® 

High Back 

5(2)23 

60 

— 

— 

• 

— 

— 


So-Getsurin 


To crouching enemy 

o®+® 

Low Front 

5(2)22 

10+35+10 

— 

• 

• 

— 

Front 


To crouching enemy, 
while jumping 

o®+® 

42(2)22 

Hao-Kijin 


To crouching enemy 

3® + ® 

Low Front 

OH 

10(3)30 

50 

— 

• 

• 

— 

Back 


Kurogane 


To crouching enemy's back 

3® + ® 

Low Back 

5(2)22 

65 

— 

— 

• 

— 

— 


To crouching enemy's back, 
while jumping 

3® + ® 

42(2)22 

Hokage 


During Hayate-Gake/Mugetsu-Shippu 

® + ® 

High Front 

46(3)5 

60(3)5 

55 

- 

— 

— 

— 

— 


To enemy's back, 

during Hayate-Gake/Mugetsu-Shippu 

® + ® 

High Back 

46(3)5 

60(3)5 

55 

- 

— 

— 

— 

— 


^ 2 The damage of slope-based throws is dependent on the length of the slope. 


Holds 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Ryugaku-Ko 


Against a high punch 

3® 

High P 

0(22)8 

55 

— 

— 

• 

— 

— 


Raijin-Kyaku 


Against a high Kick 

13® 

High K 

0(22)8 

22+33 

— 

• 

• 

— 

Front 


Homura 


Against a middle punch 

3® 

Middle P 

0(22)8 

55 

— 

— 

— 

— 

— 


Subaru 


Against a middle kick 

3® 

Middle K 

0(22)8 

30+10 

— 

• 

• 

— 

— 


Tenko 


In area with ceiling, 
against a middle kick 

3® 

Middle K 

0(22)8 

30+20 

— 

• 

— 

— 

— 


Ho-O-Sen 


Against a low punch 

3® 

Low P 

0(22)5 

25+30 

— 

— 

— 

— 

— 
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Holds 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Kaimon-Sen 


Against a low kick 

D® 

Low K 

0(22)5 

55 

— 

• 

• 

— 

Front 


Ogoroshi 


Against a jumping punch 

0® 

Jumping P 

0(22)8 

60 

— 

— 

• 

— 

— 


Senpu-Aku 


Against a jumping kick 

©® 

Jumping K 

0(22)8 

35+10 

— 

• 

• 

— 

— 



Down Attacks 

Move 


Command 


Frame 

Damage 







Oni-Fumi 


To knocked-down enemy 


34(13)57/32 

18 








The inactive time frames are listed as (successful/unsuccessful). 


Special Moves 

Move 


Command 


Frame 

Damage 

Hit 

Guard 

Hold 




Tenshin-Sen 


00 + 0 


35 

— 

— 

— 

— 




o@+® 

© Mugetsu 


R® 


60 

— 

— 

— 

— 




© Mugetsu-Shippu 


I3©C> 


65 

— 

— 

— 

— 




Hayate-Gake 


OCK>® 


50 

— 

— 

— 

— 




Shippu-Teni 


During Hayate-Gake/Mugetsu-Shippu 

c>c> 


56 

— 

— 

— 

— 




Taunt 1 


©c>©®+®+® 


57 

— 

— 

— 

— 




0 

Taunt 2 


^o®+®+© 


100 

— 

— 

— 

— 






Tag Throws 


Move 


Mugen-Gufu-Otoshi 

Soren-Tsuji-Kaze 

Onigami 

Oni-Mikage 


Basic Tag Throw 


Homura 


When partner presses 

® + ® *3 

High Front 

* 4 

60 

— 

— 

— 

— 

— 



Command | Attribute | Frame | Damage | Inactive | Def. Fall | Floor | Wall | Flying 


Unique Tag Throws 



Teamed with Ayane 

® + ® 

High Front 

5(2)23 

20+20+30 

— 

— 

• 

— 

— 


Teamed with Hayabusa 

® + ® 

High Front 

5(2)23 

20+50 

— 

— 

• 

— 

— 


Teamed with Christie 

® + ® 

High Front 

5(2)23 

70 

— 

— 

• 

— 

Front 


Teamed with Brad Wong 

® + ® 

High Front 

5(2)23 

30+40 

— 

— 

• 

— 

Back 


^ 3 The basic tag throw is performed when the tag partner does not have a unique tag throw with the character. 


^ 4 Depends on tag partner. 
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